E-learning does not function properly if the system is not in accordance with user needs. This study aims to establish an evaluation model for e-learning user interface according to user acceptance. The model is designed based on three categories: user learning style, usability and user benefits. Results of measurements of the three categories will determine the level of user acceptance of the e-learning interface. The data were taken using a questionnaire which was distributed to 125 ELS students from various countries. Then processed using SEM and Lisrel v8.80.
INTRODUCTION
E-learning is a method of learning that is offered by many universities and educational institutions to support their learning process. Basically, the concept of e-learning is the provision of equal educational facilities to learn in a conventional school. The role of e-learning is expected to help the role of educational institutions an conventional training. E-learning process has different characteristic compare to common education. According to [18] E-learning has personalized for student, focused on student and is directly controlled by themselves, occurs only when required and has the strictly necessary duration, communicated by technology on the basis student has gotten knowledge and need proactive roles.
The e-learning is a distance learning system which offers training courses and custom tailors to the needs of learners. An integrated environment which combines the advantages of e-learning and traditional classroom is called as blended e-education [9] . But, unused user interfaces are probably the single largest reasons why on all sides of interactive system computers and e-learning fall in actual use. The design of applications purposes in term of ease of use is not an easy task [8] . E-learning will become less optimal if the system is not effective used in accordance with user needs [18] .
RELATED THEORIES

User Interface Evaluation
The system interface is used to communicate with a user in interactive system. The system interface can be divided into two sections; a front interface (input) and back-end interface (output) [18] . E-learning interface design is especially critical, as the learning effectiveness and interface design are substantially intertwined. To design an e-learning interface should be determined by how people learn and the tasks they need to perform in the program. There are some features in the user interface still less efficient [8] . Many theories that discuss the interface evaluation design, but the fact still weak and does not work in accordance with the e-learning user interface expected [2] .
"The often problem is that it is impossible to determine which user interface design variant is better" [3] . Empirical evaluation of subjective selection criteria cannot be the best interface. Therefore quantitative evaluation methods are needed user interface. Different interface designs can be evaluated with quantitative methods priority criteria. While [8] argues that interface design e-learning should be a goal, an integrated component of the overall e-learning products.
User interface becomes the major channel to convey information in e-learning context: a well-designed and friendly enough interface is thus the key element in helping users to get the best results quickly. Interface settings will affect the quality of students learning that accommodates their needs in terms of personalizing the content, structure, and presentation [6] .
User's Learning Style
User's learning or Style User's Style is student factors in learning such as, learning style, motivation, and knowledge ability. User learning style should be considered in the adaptive e-learning development in order to optimize learning process [17] .
Learning Style
Learning style refers to how a learner perceives, interacts with, and responds to the learning environment; it is a measure of individual differences [4] . According to [14] User Learning Style is developed from the individual's physiological characteristic will be influenced by:
a. Psychology development, social environment and education experience. b. Learning time, study habits, learning approach, gender, ethnicity, learning time, the learning resource and the process of learn c. Record the learning information for each student: the individual learning style, preferred study habits, learning approach, his dynamic learning situation and even detail information.
Motivation
Learning motivation is an individual's characteristic and consistent approach to organizing and processing information. The students learning motivation is divided into five categories: effort, confidence, satisfaction, sensory interest and cognitive interest [17] . From these categories, effort is a fundamental indicator of a student's motivation. The exertion of effort in learning can be as a positive parameter. The student's effort is the amount of time the learner spends on learning and participation.
Knowledge-ability
The student's ability is also another factor that should be considered. The student's ability can be seen from the level of knowledge in their learning performance. To measure the learning performance is recognising the knowledge objectively through evaluation, such as quiz, class exercise, and exam [17] .
Usability Evaluation
Usability is a quality attribute that assesses how easy user interfaces are to use. The word "usability" refers to a method for improving ease of use during the design process [12] . Definition of usability based on 3 different standardization organizations: A set of attributes that bear on the effort needed for use and on the individual assessment of such use, by a stated or implied set of users (ISO/IEC 9126, 1991). The extent to which a product can be used by specified users to Achieve specified goals with effectiveness, efficiency and satisfaction in a specified context of use (ISO 9241 to 11.1998 ). The ease with which a user can learn to operate, prepares inputs for, and interprets outputs of a system or component (IEEE Std.610. Usability is important to determine whether something is useful. It matters that something is easy but it is not what you want [3] . Although there are many individual methods for evaluating usability; they are not well integrated into a single conceptual framework that facilitates their usage by developers. There are several standards or conceptual models for usability, and not this entire standard or models describe the same operational definitions and measures [16] . It needs a measurement model and a structural model for evaluating the e-learning user interface acceptance model [4] .
The Technology Acceptance Model (TAM)
There are several models that are built to analyze and understand the variables that affect the user acceptance of information technology, among others; Theory of Reasoned Action (TRA), Theory of Planned Behavior (TPB), and the Technology Acceptance Model (TAM). TAM models are developed from a psychological theory, which describes the behavior of computer users that are based on beliefs, attitudes, desires and relationships user behavior. These models aim to explain the main factors of user behavior on user acceptance of technology. This model places the attitudinal factors of individual user behavior with variables: ease of use (ease of use), utility (usefulness), use (Attitude Toward Using), behavior to keep using (Behavioral Intention To Use), the real conditions of use of the system (Actual System Usage). The questionnaires were distributed to 125 ELS language Center students in Malaysia who come from 13 countries ( Fig. 6 ). Then it processed using SEM and Lisrel v8.80. The data collected in this study is ordinal data that has been continued, so the estimation method used is the method of ML (maximum likelihood). After it was estimate and test the suitability of the user interface acceptance model which we have prepared. GOF measurement results in this study also accompanied by information about the guidelines and limits of the admissibility of GOF levels (table 4). The model is very significant correlation between variables. Variable User's style, consist of Y1, Y2, Y3, which also correlated with variables Y11, Y12. Usability of e-learning system, consisting of Y4, Y5, Y6, Y7, Y8, Y9, Y10 plus correlation with variable Y2, and the last indicator User's benefit, consisting of Y10, Y11, Y12, plus variable Y5, Y6, Y9 ( fig.3 & fig.4 ).
RESEARCH DESIGN 3.1. Evaluation of user interface e-learning acceptance models
RESULTS AND ANALYSIS
Based on the statistical data, the model of e-learning user interface has a highly significant correlation values and strong construction between variables, which is evidenced by the size of the construct reliability values above 0.70 and the value of its variance extracted 0.50. T value exceeds the critical value also has a significant level of 1.96 to 0.05 which means that the relevant variables significantly related to the concept of design-related. The high load factor (0.70) of each variable also proves the strength of the relationship between variables with its constructs (table 2 and table 3 ). 
CONCLUSIONS AND RECOMMENDATIONS
High reliability in this study indicates that an indicator variable has a consistently high in measuring latent constructs. Test reliability by using two types of measurements that measure reliability or construct composite reliability and variance extracted measure, can be said to be good because the value of its construct reliability value of 0.70 and its variance extracted 0.50. Examination of the value of t is 1.96, and the charge factor 0.70, also illustrates the value of the relative suitability of each measure structural equation. Thus interface User Acceptance Model for E-learning can be accepted. This study has become one alternative model to get the user acceptance of e-learning interface. Hopefully this model can be considered in developing an e-learning application in the future.
